This study investigated the effects of employing games on students' speaking performances in the classroom. 74 non-English major students, 36 students from the Tourism and Travel Management and 38 from the Office Management major from Tra Vinh University, participated in the study. The control group was trained with the methods of P-P-P (presentation, practice, and production) while the experimental group was trained with the same process but using selective games in the learning processes. Data collection was from the pre-vs. post-tests, questionnaire and interviews for analysis. The findings revealed that using games in the speaking classrooms, the students were motivated in the learning process and their speaking skills improve remarkably. The current study suggested teachers in the research context to apply gaming activities as an effective method to improve students' participation in the learning processes.
Introduction
Teaching and learning English have been becoming extremely popular in Vietnam today. However, learning how to improve the speaking performance of EFL students is a problem for many learners of English, especially for non-English majors. According to Leong and Ahmadi (2017) , speaking skills seem to be one of the hardest aspects of language learning, and many students feel difficult to express themselves in spoken English. The students did not dare to speak English in class for many reasons such as afraid of mistakes, lack of vocabulary and confidence. Though many students in Vietnam took many years to study English at schools, they cannot be able to practice English in real-life situations (Pham & Nguyen, 2014) . Meanwhile, students of non-English majors give a contribution to speaking learning problems. One of the main problems is the students' lack of awareness in learning speaking. They do not realize the need for English speaking in real life. They just learn English as their obligation since English becomes the final examination. In the research context, some students were good at English grammar, but their speaking abilities were not as expected. They are often too shy to even attempt to strike up a conversation. According to Pham and Nguyen (2019) , teaching and learning speaking skills have not been primarily concerned by the teachers in Vietnam. The teachers favored their grammatical teaching to help their students gain high scores at schools. There still exist many difficulties in learning English in general and at Tra Vinh University in particular. These are some problems in teaching and learning speaking in classes. In the context of research, the students were not motivated to practice speaking in the classrooms. At the same time, the teachers were not employing appropriate methods to teach them how to speak English effectively. Particularly, the English subjects included in the curriculum of almost schools and universities. Students seem reluctant to learn English as a compulsory discipline in their colleges. In addition, the class size in Vietnamese classroom contexts is quite large and it is hard for the teacher to control the students (Pham, 2019) . To many students, speaking skills are important to develop but challenging. In language teaching, games had proved that it was very important and it could create more opportunities to motivate students to practice English. ijel.ccsenet. Considerin learn, we (2019) cla teachers a games is o practice th can use th practice th students' m achieve th
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The researchers considered the issue that there were many different kinds of games so the teachers need to be critically selective which games were appropriate to the levels and the ages of the learners so that the training was more successful (Harris, 2006) , and which game met the purpose of the themes to train the students (MacKenty, 2006, p. 48) . It is up to the types of games, genres of games that the teacher applied to train students in the classroom, it was beneficial to implement games as an active learning activity in the classroom. Several studies on the topic of games and speaking skills present results concerning students' improvement in speaking skills.
In the context of a Colombian public school, Urrutia and Vega (2006) conducted a study using games to help teenagers improve speaking skills through games. 20 girls and 20 boys from 14 to 18 years old participated in the study. The researchers implemented activities focused on oral games for promoting the development of students' speaking skill. Data collection was from the questionnaires, teacher's journals and video recordings. The researchers analyzed the data by using charts which included the percentages of students answers about the most difficult skill for them, how often they speak in English during the class and the factors that interfere at the time to speak, such as, shyness, lack of vocabulary, fear of humiliation, among others. The data collected suggest that speaking is the most difficult skill to develop, students usually present a lack of vocabulary, shyness, and fear of being humiliated; besides, the researchers explain that students show evidence about the importance of implementing games in the classroom for improving the speaking skills. However, the researchers found that the majority of the students did not speak English naturally during the class.
Similarly, Rama et al. (2007) investigated to see whether using language games was to improve speech skills during English classes at primary school called "Jurong" in Singapore. 78 students participated in the study. One group of students was trained with communicative methods while the other was used games to study. Data collection was from the pre-tests and post-tests. The finding indicated that games helped more than half of students improve communication in a second language. The students in the experimental group agreed that they were able to speak better and enjoyed game activities.
In another context, Salazar and Villamil (2012) attempted to investigate if using games helped enhance 4th graders speaking skills in Remigio Antonio Cañarte. The participants in this study were chosen randomly: Agustin (a1), Brayan (b2), Santiago (s3), and Kamila (k4). The researchers employed the observation method to examine the phenomena. Data collection was from field notes, checklist, and videotapes. The findings of this study show that using games is one of the fundamental tools to help the kids to use the language naturally. Games allow students to put in practice their speaking skills, and improve their listening skills. In other words, using games is a good method to trigger 4th graders to improve speaking skills and it is an interesting strategy to be implemented in an EFL classroom.
Leó and Cely (2010) also conducted a research study to enhance teenagers' speaking skills through games in a Colombian Public School. 40 students, 20 boys and 20 girls, participated in the study. The researchers used Video recordings, teacher's journal, and questionnaires to collect data. The findings of the study indicated that students felt at ease and confident when they produced oral tasks, particularly during game activities. However, the study just concentrated on encouraging students to speak confidently but did not mention methods to teach the students to enhance their fluency, pronunciation, and intonation.
Recently Pham and Nguyen (2019) conducted a study using peer-video-recording to help non-English majored students improve their speaking performances. 80 students from a university in Ho Chi Minh City, Vietnam, participated in the study. Both control and experimental groups were trained with the task-based approach, but only the experimental group was employed peer video recording methods. Data collection was from pre-vs. post-test and questionnaire surveys. The study found that the students in the experimental group enhanced their speaking performances remarkably compared to those students in the control group in terms of speaking fluency, pronunciation, and grammar. Most of the students felt favored with the use of peer-video-recording methods in the speaking classrooms to improve their speaking skills.
Relating to the research context, the students do not have opportunities to speak English a lot during the speaking class, and the teachers failed to employ effective teaching methods to train the students how to use the language naturally, this paper aimed to seek for the responses whether using games is an effective way to help student improve their speaking ability.
Research Questions
1) Are there any effects of using games on students' speaking performances?
2) What are the students' attitudes towards using games in the speaking classes?
Methodology

Setting & Participants
The research is conducted at Tra Vinh University. The school is located at No. 126, Nguyen Thien Thanh, National Highway 53, Ward 5, Tra Vinh city, Vietnam, where the administration center of the university is located. The study carried out with the second-year students of non-English majors. The researchers choose this level because the department of Foreign Language assigned to teach two classes of non-English majors.
At the set out of this study, two intact classes (74 students) of non-English majors aged from 18 to 22 at Tra Vinh University, participated in the study. Their majors vary in different fields like Tourism and Travel Management (36 students); Office Management (38 students). The Faculty of Foreign Language assign the researchers to teach two classes, so the samples of this research were two classes (Tourism and Travel Management; Office Management), consisted of 74 students who were chosen by using a convenience sampling method. The classes were not randomly assigned to experimental and control groups.
Procedure
The study was conducted the three phases of pre-training, while-and post-training, and training process. Two classes of non-English majors had an equal chance to be selected. Before the training, the students took the pre-tests of speaking tests. They had been trained with 13 sessions of Objective Pet book by the researcher/instructor. The students had a total of 90 periods (45mins. for each period, 23 class of meetings). In the Pre-training phase, before the intervention, all preparations were carefully made. First of all, 13 topics of speaking in the syllabus of the school were chosen to teach. Then, these topics were designed to teach the students in different ways, one for the control groups, using the P-P-P method, the other was for the experimental group, using games (See Table 1 below). All the 13 topics of speaking-lesson plans were conventionally designed in the same model of P-P-P (presentation, practice, and production). The researchers were creating an instructional design for each lesson (Harmer, 2007) . Therefore, the lesson plans for the experimental group were using games activities in all three phases (Table 1) . Then, the questionnaire was sent to the students, and the interviews were conducted to the students of the experimental groups. At the end of the course, the students took the post-test to measure students' speaking performances.
Training Process
The training procedures for the experimental and control groups took place within 12 weeks from the beginning of week 1 to the end of week 12. The three stages of presentation, practice, and production (P-P-P) of each treatment during 12 weeks were demonstrated in detail as follows. One difference in the treatment between the two groups was implementing games in the experimental group. -The topic and vocabulary were inductively introduced to students through one of such contexts as a short reading text, guessing, drawing and listening.
-Students were asked to deal with the short text tasks individually or in pairs. -Some prompting questions were posed by the teacher so as to get students involved in the target structures embedded in the text.
-Students were often asked to work in pairs to discuss the guiding questions and then derive the grammar rules with the teacher's facilitation. The teacher explains the grammar rule or topic if necessary.
-The topic and vocabulary were inductively introduced to students through one of such contexts as a short reading text, guessing, drawing and listening.
-Students were asked to deal with the text tasks individually or in pairs. -Some prompting questions were posed by the teacher so as to get students involved in the target structures embedded in the text.
-Before moving to the next stage of practice, the teacher checked students' understanding by using games.
-Fast answer race games, sound games, word games, picture games or caring and sharing games related to the topic lesson.
Practice
-The students were usually asked to work in pairs, groups or individually to do communicative, reading and listening tasks.
-During this stage, the teacher using games through communicative, reading and listening to help students get involved in each task.
Production
-The students were asked to produce the structures through some real-life situations, especially their own real life. In this stage, working in pairs or groups was often intensified; besides, the interaction between individuals and the whole class was effectively exploited.
-The students were asked to produce the structures by real-life situations, especially their own real-life through games activities.
-Students wider opportunities to keep on participating in one or two of such as speaking activities: caring and sharing games, picture games, fast answer and race games, sound games or word games.
Scoring Rubrics
The current study adapted the scoring rubrics from (Ur, 1997) to assess students speaking skills in terms of accuracy and fluency as follows. 
Instrument
Interview
In the current study, the interviews were used as supplemental data to support the answers obtained from the questionnaire. Interviews were usually conducted face-to-face by a researcher who orally asked questions to interviewees about certain pre-set questions (Punch, 1999) to explore people's experiences and their inner perceptions, attitudes, and feelings of reality. In this study, the researchers made use of the semi-structured interview. More questions are predetermined and there is sufficient flexibility to allow the interviewee an opportunity to shape the flow of information. The researchers purposefully select rich informants to explore in-depth data. Seven students were selected for the semi-structured interviews at the end of the course. The interviews took place in the classrooms when all other students were free from the learning sessions. The purpose was to make sure that all the interviewees felt at ease with the familiar environment to provide their answers as truly as possible. Audios were recorded by the smartphone with the permission of the interviewees for data transcripts. The students' names were coded as students' numbers in the class list such as student 15, or student 21. The purpose was to make sure that their names were confidential.
Questionnaire
Questionnaire data in the current study was explored to respond to the second research question. According to Wilkinson and Birmingham (2003) , a good questionnaire is the one that enables the transmission of accurate answers of the respondents to the researcher. The questionnaire items need to be explicit and avoid ambiguous questions so that the respondents might interpret them as exactly as possible to provide effective data to the researcher. The current study employed the form of open-and ended-questionnaire (Brown, 2001) , using 5-option Likerts' scale. Open-questionnaire helps the researchers clarify information that they cannot do in the ended questionnaire. Regarding the ended-questionnaire, in the term of participants, they can answer the questions with ease and the researcher can also get data easily. It helps to generate many specific questions into the research topic as well.
Pre-Test vs. Post-Test
In this study, the pre-test and post-test designs were the preferred method to compare the students' differences in terms of speaking skills after the treatments or interventions by using games. The researchers adopted the test of the Cambridge English Speaking Test Examination for both pre-test and post-test of the two groups. The purpose was to make sure that the students' speaking proficiencies were measured appropriately to the achieved levels after the interventions. The scoring rubrics were carefully assessed by the researchers (Table 2) .
Data Collection and Analysis
At the end of the course, the researchers collected all the data from the semi-structured interview, questionnaire, and Pre-and Post-test of the students for evaluation. From the semi-structured interview, the interviews were asked for permission to record the interviews before each interview was held. Three days after the last topics, the interview was distributed to the experimental group to explore students' performance towards the intervention by using games. Each interview lasted about 10 minutes and was recorded by the smartphone. Then, they were transcribed by the researchers. After transcribing the data obtained from the interviews, the researchers categorized the themes of the data to support the answers to the second research question. Only related data were selected and presented in the current study. With regard to the questionnaire, the participants were asked to complete it at the end of the course within fifteen minutes. The questionnaire was designed with the five-point Likert's scale from 1 (strongly disagree) to 5 (strongly agree). Then it was analysed by SPSS vs. 22. Specifically, Independent and pair sample t-tests were run to investigate whether there were significant differences between students' pre-vs. post-test scores.
Results/Findings & Discussion
Students' Proficiency Levels
Before the training sessions took place to both the control and the experimental group, the researchers administered the pre-tests to both groups to see if the students' speaking abilities were somehow similar. If yes, any difference occurred after the treatment would be attributed to the effects of the treatments. Table 3 presents the comparison of the pre-tests between the control and experimental group. A descriptive statistic test was run to check the mean score between two groups in Pre-intervention period. The purpose of speaking tests was to measure students' speaking performances before and after the intervention. As can be seen from Table 3 , the mean score of the students in the control group was 5.36 (M = 5.36; SD = .58). The mean difference was nearly 0. At the same time, the mean score of the experimental group in the pre-test was 5.38 (M = 5.38; SD = .68). There seemed to be not different. The result of the independent t-test (t(72) = .04; p = .96, p > .05) showed that there was no statistically significant difference between the control group and experimental group in the pre-tests. It indicates that the students' speaking proficiency before the treatment was equal. The null ijel.ccsenet.org International Journal of English Linguistics Vol. 10, No. 1; 2020 hypothesis was not rejected.
The following section presents the answers to the two research questions of the study.
Research Question 1: Are There Any Effects of Using Games on Students' Speaking Performances?
In order to respond to this research question, the quantitative approach to compare the scores between pre-test and post-test of the control group and the experimental group. In order to seek evidence for this effectiveness, Paired sample t-test was run to compare the mean scores between the pre-and post-test of the control group and experimental. Table 4 compared the pre-vs. post-tests of the control group. As can be seen, on average, each student in the control group gained 5.36 score (M = 5.36; SD = .58), while they obtained 5.44 (M = 5.44; SD = .55) in the post-test. It seemed to state that the students improved a little more in the post-test compared to that of the pre-test (5.44 vs. 5.36). However, the results of the paired sample t-test (t(37)=-.62; p = .53; p > .05) showed that there is no statistically significant difference between pre-vs. post-test of the control group. It indicates that the students' speaking proficiency in the control group did not remarkably improve after being trained with the P-P-P method. Table 5 presents the comparison of the experimental group between the pre-vs. post-test. Table 5 reveals the comparison between the pre-vs. post-tests of the experimental group. As can be seen, on average, each student obtained a mean score of 5.38 (M = 5.38; SD = .68) in the pre-test. However, each of them, on average, gained 6.55 score (M = 6.55; SD = 1.02) in the post-test. There seemed to see that the mean score of the students in the post-test was higher than that in the pre-test. The results of the paired sample t-test (t(35)=-7.53; p = .00; p < .05) illustrated that there was a statistically significant difference between the pre-vs. post-test of the experimental group. The null hypothesis was rejected. It indicates that the students' speaking proficiency improve significantly after the treatment. In other words, using games in the speaking classroom had great effects on students' English speaking performances.
As presented above, before the treatment, the students' speaking performances (Table 5) were not different. In other words, the students' speaking proficiencies before the study were similar. In case, there was any difference in speaking performances between these two groups, we could draw a conclusion for the effects of the intervention. Table 6 presents the comparison of the post-tests between the control and the experimental group. Table 6 illustrates the comparison of the post-tests between the control and experimental group. As can be seen, on average, each student in the control group gained a 5.44 score in the post-test (M = 5.44; SD = .55). However, ijel.ccsenet.org International Journal of English Linguistics Vol. 10, No. 1; 2020 each student in the experimental group after the training of using games, on average, gained a 6.55 score in the post-test (M = 6.55; SD = 1.02). The mean difference between these two groups was -1.10. In addition, the results of the independent sample t-test (t(72)=-5.81; p = .00; p < .05) reveals that there was a statistically significant difference between the experimental group and control group performed in the post-tests. That is, the students in the experimental group improved their speaking skills outweighed the students in the control group. The null hypothesis was rejected. The finding of the current study confirmed the effects of using games in the classroom in order to get the students involved in the learning activities and to help them practice the language more naturally.
In brief, the first research question sought to find out whether games have any effect on the speaking skills of EFL students in the sample at Tra Vinh University. The findings of the current study revealed that before the treatment, there was no significant difference between the control and experimental group in speaking performances. However, after using games in the speaking classroom to help students engaged in the learning activities and practice the language, the students in the experimental group improved their speaking skills remarkably, whereas the students of the control group who learned speaking skills with the method of P-P-P was not statistically improved their speaking skills. Therefore, the current study concluded the effects of the games on the students' speaking performances. This finding corresponded to Rama et al. (2007) that games showed significant difference scores between the pre-and post-test that games allow more than half of students to improve communication in a second language vocabulary. Along similar lines, the finding of Salazar and Villamil (2012) , supports the implementation of games for speaking skill, games can be used to motivate students to practice the language. That is, the students were provided opportunities to interact with one another in the classrooms when using games as a means for language training. The finding of the current study contradicted that of Urrutia and Vega's (2006) when they found their students sometimes spoke English, but the majority of the students did not speak during the English class. The study signifies the possibility of implementing using games at Tra Vinh University and using games have positive effects on EFL students' speaking performance in the classroom.
Research Question 2: What Are the Students' Attitudes Towards Using Games in the Speaking Classes?
In order to respond to this research question, the survey questionnaire was distributed among them after they had received the treatment. The evaluation was rated on a narrow three-bank scale as follows: low evaluation (1-2.8), medium evaluation (2.9-3.6), and high evaluation (3.7-5.0). Data from semi-structured interviews were also presented to support the survey data. The ease of students in giving and responding expressions after being thought of using games. 4.03 0.76 7
Students' motivation to get used to speak English and to study harder. 4.11 0.57
As can be seen from Table 7 , the mean scores ranged from 4.00 to 4.16 showed that the students had positive attitudes towards the task designs. A majority of the participants found the speaking topic lessons of games activities are relevant to daily life in this course (M = 4.16), it can be seen that the authentic games help students found interests in their study, they see the role of meaningful learning and they can study by themselves. Learning through games activities help to provide scientific knowledge in addition to practicing and learning the target language. Students almost agreed that the ways of teacher teaching variety and content of the lessons were designed at reasonable; they are interested in speaking English (M = 4.14) and increase curiosity stimulated during the lesson (M = 4.11). In addition, the teacher makes the subject matter of this course seem important (M = 4.02) that engage student learning English.
Combining with semi-structured interviews, it can be concluded that students believed that games from the teacher help them reduce boredom and concentrate more on their learning. At first, the students were not comfortable with the learning activities. They did not know exactly what they were expected to do. When the researchers asked students about the effects of using games in the speaking classroom, some of them said that "the games provided us the open atmosphere and helped us to express ourselves more" (Students 15, 17) . "Gaming is a fun thing so when we play, we learn how to express our ideas naturally" (Students 21, 27) . "Yes, because we integrate each other by thinking in the game, we forget the shyness and we pay more attention in class" (Student 35). "I am more confident to participate in playing games with my peers. At the end of the class, I felt excited to continue participating in gaming activities" (Students 24, 32).
From the interview result above, the researchers concluded that students have high motivation in learning English through using games; high confidence and they were not nervous, they felt happy and fun by using guessing game techniques in the speaking class. Most of the students said it was fun because studying the English applying game was interesting. This finding is consistent with Huyen and Nga's (2003) study that students obtained positive attitudes in the ways that games could help them to learn vocabulary. Students were able to learn more new words and they could apply those words in a relaxed and comfortable environment. Students got the motivation to speak English; the students had opportunities to interact among the class.
Combining with field notes through the teaching process, the researchers took notes on what was seen in each class of meeting to support the research questions. At first, the students seemed confused and shy when they were requested to speak. They felt hard in expressing their ideas, opinion, and thoughts, and they were still hard to pronounce the new vocabulary and also less motivated to play the games. However, when the teacher used games in the speaking classrooms, the atmosphere was different. The students could learn how to talk confidently; they are excited and participate in the activity. They speak out the words, correctly and incorrectly but at least, they have chances to think about what they learn during games. The results in this study support the findings of Rama et al. (2007) who found that learners enjoyed more games activities. In this regard, it must be noted that games could increase the students' motivation and enthusiast with strength students and even weak students. After analyzing the results from interviews, questionnaire, and the tests, the study claimed the effect of using games on students' speaking performances and the students' attitudes towards using games on the speaking classes.
As presented above, the current study confirmed the effects of using games in English classrooms to enhance students' speaking performances. The results of post-test indicated that there was a significant difference in the mean score of the experimental and control group in which the mean of the experimental group outweighed the mean of the control group (M = 6.55 vs. M = 5.44). In other words, using games as a means to teach students how to speak in English was more effective than the other method. It also indicates that there is a significant difference between the students in experimental classes and control classes. Thus, the game is an effective media to improve students' speaking skill context. Therefore, the advantages of using games are proven. It can encourage students' speaking confidence, develop students' speaking fluency, and encourage the group in developing a short conversation or daily life.
Besides, based on interviews, the researchers found out that the importance of using games in the English learning process. Games are motivating and exciting experiences for students to develop speaking skills in a fun and comfortable way. Students were motivated in the learning processes and actively participated in the games. When using the language to take part in the games, the students found more comfortable with language learning and they could use it in a friendly way. It is also supported by previous research findings such as Lia's (2015) who found that the implementation of games in the speaking classroom enabled the students to became more confident in speaking skills and they become more active in the learning processes. The findings of the current study set lights to the teachers who attempted to develop their students' speaking performances at the research contexts.
Conclusions
The findings of the current study indicated that the null hypothesis of the first research question was rejected. The employment of games was a good way to be implemented in the speaking classrooms. Besides, the students expressed their positive attitudes towards this kind of activity to be motivated in the learning processes. The students engaged actively in the learning processes and they learned how to speak English better through games in the classroom. Moreover, the students were more motivated in showing their speaking performances; games could make the students more confidence to perform in front of the class. Briefly, the current findings show that using games in the speaking classroom was beneficial to the students in speaking performance; it did appeal to the students' interests in speaking topics within the context of EFL students at Tra Vinh University.
In addition to the effects of using games to improve students' speaking performances, the current study had ijel.ccsenet.org
International Journal of English Linguistics Vol. 10, No. 1; 2020 some limitations. First, this study was conducted in one university and the sample was not selected randomly. Therefore, it would not be generalized to other contexts. Second, the length of the training was not long enough to confirm the effects of games on all other aspects. There should be further research to consider these issues. Also, this study did not consider the length of using games and the number of games using in each training section. Though the implementation of games in the speaking classrooms was not new, the current study provided another consideration to the teachers in the research context to take this activity into account when they encountered difficulties in their teaching methods.
